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<l>Seleet “NEW GAME” or “CONTINUE” 

After you turn the POWER on, 3 small portion of the Pinal Hantasy stoiy wifi 
he shown Press the START button on controller #1 to advance to the 
CONTINUE/NEW GAME screen. Use the + Control Pad 
to select NEW GAME i.CONTTNUE Is jsed to continue a 
saved game) and press the START Button. The basic 
controller functions ere as follows; 


+ Control Pad 

A Button 
B Button 
Select 

Start 


Move party and select options 

Talk, search, or enter selections 

CancaJ.iGo back one screen 

Change marching order 

Bring up status screen 



RESPOND RATE 

On tho CONTINUE'NEW GAME screen, you can change the RESPOND 
RATE by using loft and right on the + Control Pad. A rate of 1 will result in 
a slow message speed. A rate of 8 is very fast, 
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<§>ASSEMBLING YOUR PARTY 

After you select NEW GAME, you will see the screen shown below. Use 

the + Control Pad to choose a character type (occupation) starting with 
tho upper left character. Refer to page 34 for mote information about each 
character type. 

CHARACTER TYPES 

Each of the different character types has its 
advantages. For instance, the Fighters are good 
□1 using weapons, but a Magician may have irou¬ 
ble with some weapons, As you learn more about 
the game, you will find the characters that will 
work best for you. 



ENTER THE NAMES 

A lector selection screen will appear. Using the 
+ Control Pad and the A Button.,- spoil out each 
characters name (up to four letters.) if the name 
is less than four letters, use the space below the 
'T Repeat tho process for all four characters. 
Then press the A Button to start the game, 





Sample the Game With 


the Default Party 

To get into the game quickly, lust 
press the A Button repeatedly until 
the game starts. Later, you will want 
to rename them but it's a good way 
to sample the 

































Castle 

The pleas op the ptsopte 

within tha castle will 

guide your quasi. Uka 

t he hr intormalion wisely. 


Town 


Your adveni^re parly J $ lead 
character. 


traffic 


Travel hare is un 
limited. 


At pc^Ls your SHIP Can 
docfc. albwing you to 
expldfo naw lards., or to 
return home. 


The 


townspeople 


wirl 


aisci assisl you 


C - 




Tlw 


d the ;r 


qUBE" 


us a 


INNS 


and 


CUN ICS & Vila . 



whe*^ g&tir j&utrie# 


after dwuif so 


o ■■ 1 
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J2J11LCX but; - ™ T, “ 

Walk mrto the castfe to 
enter. As you oncer the 
castie r tha screen will 
dose on the ensile scene. 

When it re-opens yjn will 
be inside the castle. 



“Sk 


* •. 



, Explore She ground floor making sute to talk to 


everyone, Keep an 




A Scholar 


Jcrne, the 
Queen 




A Guard 
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White in a castle, town, c-avo or 
dungeon you must Salk to every¬ 
one. even animalsl To do this 
simply Sdce towards them and 
press A. Make sure to search out 
ail the inhabitants of any area 
you visit. The gathering of infor¬ 
mation is basic so the playing el 
any Adventure Game, When you 
wish to cancel the conversation 
press A again. 



Fate- Hie guard 
begirt you* 
convention, 

A to lak 
Then press A 
again when you 

rjnish Madina 



tou w.i! me«r & 
great variety tf 
pecjpfie as you 
IrBrveJ on. Sons 

wi! 1eH you all 
that you reed to 
know whik* OlU 
era will pre¬ 
sent a nvst&f y. 


-m* le 

I 1 


use 



» • 


wmmm 


ENTER THE CLOSED ROOMS 


Many areas will he 
closed off to your 

first 
cas- 


view upon 
entering the 


tie. Oo not worry though, many of these can be opened to reveal what is 
hidden inside It a door docs not open, push A to investigate the trouble. 



Wri k tcwants the 
door, and continue 
through. Tht coil- 
ukj will disappear 

allowing you to 
guide trie Warriors 
to what awaits 

inside. 



Face the Queen, 
and press A. 
She will reveal 
her dilemma. 


Princess Sara has 
b?en k'dnapped! 
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S t air i 

5 and Doors 

j •V 

B « 1 ® 

m .V n " 

* " • 0 V * — ’ 

■ A 

OPEN THE LOCKED DOORS 

* 

• 


No( all of the 

doors (hat you 

will encounter 

can be opened 


at the beginning otyour adventure. Some ot those doers were locked long 
ago to keep out unauthorized person.net, end inexperienced Light War¬ 
riors. Luckily for you, those that locked the door left the key. Unfortunately 
the key was sent lo a distant city. 



Pushing A‘ij iuw!?. 4 J : '.u. VDV r 

has t-een baked. 


You push a-->J push aQain®i: ite doct. biri ir iusi 
vw>n't ooe n. 



To entfjf the ireesufy 
you must fcreat-e the 
inysflki KEY Alter the 
Eli Prince gives t to 

you, return here- to 

Qfltn access. 





The screen 


will close on the current scene, re-opening on that of the next floor. Make 
sure to search out and investigate all of the stairways that you find on 

your travels. 





Walking over the 

slajr win 

the nax.t 
llocr Wpyi ;=i whole 
new floor ci 


i nves- 


ligeledL 


Walking over tnjfe- 
□own staircase wil 

return you back 
one- ftcor, but don't 
ihis until you've 
fccahrilned ihis iridw 




















































































On the second ffoor of the 
Castle Ccneria, lios the 
Throne Room of the- King. 

The guards say that he is 
looking for you, the Light 
Warriors . 


Guard 


Guard 


"L*iL'i ■ , “.i,* " dJlBHJJ 

I! ■ptj m V la *t 

■ ” .fr - / ~ ' r ' r. -./ r„- 

3SSfr 





On the second floor 
you wiH find clues tell¬ 
ing you of a missing 


princess. 


Search 


every corner to 
receive every due. 


lor' the res 
ha da jghter. 



Ira no mystery where 
Garland hides- jj» fist .him 



allow you to go up or down ? depending 
on the stairs direction. 






■* The Princess needs to be rescued* 



* Garland has kidnapped the Princess and hides 
to the Northwest in the Temple of Fiends. 

• The Treasury is 

i .k/ x YijK I ■ ■* 

holds the Key* 





and the Elf Prince 


mmmm 


■■■■■■■■ 
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Jii&i out si de the tastie pm the 

town of Coneiitu Cofled (he firefim 
City, it will become the ba$e of 

your travels on if our quest to $ave the 





Which Town Do 

Although what you 

looks like Six dif¬ 
ferent villages 
you, it doesn't mat¬ 
ter which you enter. 

They are all the 
same. 


Go 



^IkU I 


Inside Conena you 



find more people who 


will assist you on your quest. For guidance, talk 
10 everyone. Visit the shops to buy the tools and magic you will need lo 
defeal your enemies. The INN and CLINIC will heal your hattle wounds 

and casualties. 



White MogEc Shop 


Armor Shop 
Weapon Shop 


Black Magic Shop 


CLINIC 


A Well 


Potion 

Shop 
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While in Shops or INhiS, the keopcr will 

direct you to the choices available to you. 
Using the + Control Pad, point the 'finger' 
to your chosen action, then press A Pass¬ 
ing B will withdraw your last selection. 


MAPO.M 


Mu*d 4 i\ 


tilt =■ 



types 

town. The stock and 
prices at each shop will 
vary as you move to 
each new town or vil¬ 
lage. Some items will 

be available at Only one 
particular shop. 



Each storekeeper will 
guide your visit to 
his store. Paint the 
Uinger’ to your 

choice, then push A to 
execute. Make as 
many purchases as 

you wish before exit¬ 
ing. Push B to cancel. 



lr costs to GcfU. 0Q you Sfll 
want it? 



Welcome "O m y $ nn p . Vo..• 


wi^i to make a purchase? 



WHo will Carry l.h i:j. Nfit 


we ap li n ? 




VOur '-fi^MlCliyri £ com 

plated. talhara anything else-? 


TO 


Your journey to new towns, and the exploration of dungeons, will allow 
you to find more effective weayons, Each Warrior is able to carry up to 
lour weapons at a lime. When a Warrior's Inventory becomes full you 
should sell your surplus weapons. 


uf- ,y=-OH 


-Hh-a sa 

“IT j '" 



ft. 


in 


W’j/ 

HUH A 

TAht 

I'H LL 


Wa u 



S&bci SE LL, hcose who will 
se*i an sum and press the 
A Button. 


Nrxc, diccss wfiidh item you 
would lihje to SELL 



The shopkeeper will make 
yew an oiler Select YE8 to 

it. 




Armor — 

i 1 Armor 


We a po n 




Dagger 



n 

N u nchucf 

k 



Hammer 



V 

Sword 





© 

Shield 



O 

Bracelet 



5 

Helmet 



% 

Gauntlet 


Each character uses different weapons. Some characters can't use 
certain weapons. This list shows which weapons to purchase first. 


Character Types 1 

1 Weapon J 


Fighter 1 

Rapier 

Chain ft 

Thief ! 

Rapier 

Wooden W 

Black Belt 

Wooden n 

Wooden W 

Red Mage i 

Rapier 

Chain iff 

White Mage 

Iron 

[ Cloth 

Stack Mage 

Small / 

Cloth 


i i 









































































































EQUIPPING WEAPONS AND ARMOR 


Before yt]u go aer of tha town, you 



need to EQUIP 


yourseP with thfi weapons and armor that you have pur- 


: v' + 


r:h.vsod. If you don't, you msy find yourself face to face 


with a group of enemies with rtothiny but your hands to 


protect you, 





To EQUIP your weapons and armor you first need to go to the MENU screen.- 


To do this, press the 



button. Move the ‘finger’ to where it says 


WEAPON and press the A Button. Then follow the directions below 



FWt!I 


EOU J P TRAC'D 


UTAPCH 


ntw..rp TRiVjO uk-uH 



Kar i«t 




U|«d4iy' 


TIJHy 


tf’B’B 





HOJA 






BmM * 


vwh the ’liriflef on fcQuiR 

p rcjs s ihe A Button. 


p,j« the ' 1 irn>V in from 01 \/*s 

weapon you wish hole and 
press A. 


An 'E' Mil appea i new lo i he 
Ml ihdt hat been equipped. 


TRADE 


DROP 


I f you wool d Ei ke to g ivo a weapon or 


T fie DROP command Him p ly drops 


armor from one character to another. 


tho object tfiat you indicate- 


use the TRADE command. U$« the 


A Button to pick up fin object, move 


it s^d press A again- 


EQUIP ARMOR THE SAME AS 



Equipping armor -5 done 


the same way as wsap- 




J HAL 1 LI MAIM 


AKHIIH 


□DU CP TftJfPf! Dmr 


on s except that you move 


the 



on the 



■UK j 


— 



Hi. U'J 


nger 

menu screen to ARMOR 


l-KTHA 







L Ukim V 




■ 






instead of WEAPON. 


TOHV 


n-i v-rh 


Always remember that 


e&ch chsr&cter can only 


PHIL 


Q*! r K •> 



H.— C I j I k 


Carry four weapons and 




four kinds of armor 


Put ih* Tingeer' on equip and 

pressIhe A Button. 


Sfiiscj Ihe Urr'ri[jr ypU wtgh LO 
wear and push Ihe A Button 

acjairv 


_ 


T 2 



Here are me four 

• • • • • • i » • * * • • • 

Light War r pt$. 

l:j.Ch block COrv 

lains a let ol *4 r a I 
irilr>f nation. 


GOLD 


OpliOr"S that you 
may select. 


w EA P4J M 


I AT LI i 


M 

HOUA 

jpf §■ 

[| 

L 1 

1r 

33 ] 

J 

1 

■ Zq/ 




I hfe art*a SlICwS liQw r'litsny 

Gs:h level this warr-:or 


Press thy START Button 

• 9 9 • ' • ^^9 ® • • •*_ 9 

get to this screen J 


WARRIOR'S NAME 

WARRIOR'S LEVEL 
WARRIOR'S HP 

(adual/maxlmum) 


BUY MAGIC 


Magic is a vary important 


part of Final Fantasy. 


There arc two types of 


magic 


White and 


Black. Magic Iwvtd is not 


the same as Experence 


evek For example, if you 


tire at level 4 Experience, 



WHITE MAGIC SHOP 



you won't necessarily be able to cast level 4 spells. As yoj gain more expert 


ence, the h'ghei level spells will become available for use 



HI.'.'I 

II* _ 





While Magic is usually 


used for defense end 


for healing purposes. 


Black Magic tends to be 


more destructive in nat 


ure, It's often used while 


attacking. 


Here if, ihe 



:h Magic FlRE 



i‘i act on 


he Wole Magic C-UHI Slid I 
being used Ic help a comrade 


f 3 

























































BUYING WHITE AND BLACK 

In the towns you will find two kinds of magic shops, Piffanent characters will 
he able to- learn different kinds of magic, 




Selecting jhe character to 
learn the spell 


us-inrun 


jttr. 




f k, ; 

E . J - 






eJ 




The hst of spells &&ld in 
this Shop. 



iu 





u 



Thia message appears il tht 
dwaijtef cannot learn the 
sped. 


At the start of the 
game you writ Only 
be able to learn level 
1 spells. As your 
magic users gain 

ex perigee, they will be able to purchase higher level spells. The most 

useful Mjufti 1 spells are CURE I.White Magic) and FIRE or RLE 3 (Black 

r " • »,• * * . * • • . ..•***•. • 1 • * • * *. ’ * 

Magic). Be sure th«>l you obtain these if you can. Each magic user can learn 
up to 3 spells for each spell level. 


33 


enough money, 


BUY POTIONS! 


POTION SHOP 



If you have enough money; it 
is very wise to find e Foe on 
Shop and make some pur 
chases. Some very helpfu 
items mm available here. If you don't have very much 
money it is wise tc return as soon es you have :hn 


funds. 

that 


necessary 
Remern her 
different shops sed 
different goods- 



Here is & $t ei leiris available frur 
at 5his Ftelicm Shop. 
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magic power 


Staying 

IMP!’ will retunt to maximum also. The inn¬ 
keeper will always remind you to press and 

held the RES FT 

bun O n O n vo i.j r 

NE3 


w n r i e yo u 


turn the power off 
to ensure that your 
quest is retained 
i n Fi nal Fantasy's 
battery backed 

memory. 


Tc Save your dala, pel the r5ng*-' ! in, 
Iron! oi YES sine oru5& the A Button 























































If you lose any 
characters- during a 

fig lit, you can go to a 

CLINIC ’0 Have them 


revived 
The 


for a cost- 
price of being 
revived varies 


town to town. NOTE 
newly revived char¬ 


acter 


have HP ot 


l. Be sure to go to an ' MN before you continue 


DON’T MISS ANY INFORMATION! 

In the towns, you will find many people to talk to Remember to talk to 
everyone and lie aware that sometimes their stories change! 


* The Princess needs to be saved* 
Pr&voka, a city to the cast, lias a port. 

♦ Lukahn, who prophesied your coming, 
left for Crescent Lake. 


has 


». 
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DON’T GO 

Garland is a very 

tough enemy. You 

must he very serious 
about your prepara¬ 
tion prior to meeting 
him. 

here buy severe 
HEAL potions. 


T m * 1 4 1 ■ • 

| -ill 

J ip 

mm » 

hCST 


1 J vJ t 




Itpky 


o 




This p^/ty was unprop-aretf, and 
A Gei&L has mads short work oF 
?he*iL ""Uife-yp 1 below enie-ring 
cs&ngeroua placos. 


LINING UP TO BATTLE 

Your party of four always lines up vertit&lly 
to fight or travel, The leader (character at top 
of line-up) is more exposed to the enemy 


NEST 


TOUtf 


a 


PH. XL 


attack. You should use a character with the 
best ability l.us jelly defense) for this posi¬ 
tion. lb change your lint Up, press SELECT, 
point to a character, then pre ss A. Point out 
the replacement and press A again. After ths replacement takas plaos, another 
can be made. Press B to exit this screen. 


■ ■ > 
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ON TO BATTLE 

When you encounter an enemy while travel 
ing, the screen will flash and tie Battle 
Screen will appear. Then enter a command 
tor each of your four characters. After t!es« 
commands have been entered,, the battle will 
begin. Now watch as your ::■ h riy executes 
[heir orders. Continue until, the battle is over 
(either the enemy or you are completely 
defeated or you successfully RUN). Then 
press the A Sutton to see how much Gold 
and Experience you will obtain. 



When you win =. batL'e. you gain Go d 
and Experience. 


m 
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Enemies 


Enemy names 



Your character 


Your 

party's HP 


Commands 


BATTLE COMMANDS 



FIGHT 



Mov* ibe linger' with the 
+ Co^lrol fed and press 
Thy A Bullon to select 
which enemy to FKUHT. 


When you enter a battle situation, you should! first 
look to see if you are greatly overpowered. If you see 

that the enemies are top 
powerful for you to dofeet r it 
is to your advantage to 
Choose the RUN command. 
Otherwise, select FIGHT 
with the A Button to attack. 
After you choose FIGHT, you 
must also choose which 
enemy you will hit. 



This i& what yojj 
you* characters- 
tiing. 


see while 
are hal¬ 


ts 



r^^^FTnfli To Lise 8 magic spell during a fight, select MAGIC and 
[ h press the A Button. A subscreon will appear with a list 

of your magic spell#. Use the # Control Ffed to choose a spelt and press the 
A Button. Depending on the spell, you may need to tihbose which enemy to 
use it on (some spells will affect all enemies on the screen), Some types of 
nagic are not lor attack — some will protect or heal your party. You may have 
to choose Who in vour party to affect. 


This is the magic sub- 
Ksreen. The number an the 
right d the SiibSCrcun tells 
you how many spells you 
have left. 


Selecting lh.e enemy to use 
the magic on. 


Choosing to use a spall on 
anolhar person in the parly. 


n ^TITT^I During a battle, 

■HiAlfl the DRINK com- 
rnarsd is used to consume a PURE or 
HEAL pul ion. Keep in mind that you will 
not be able to attfick white you are taking 
a drink! 


Drinking a 

much neeced 
HEAL. potion 
during a battle. 


to use an ITEM during a battle. Selecting 
ITEM works the same way as the 
DRINK command, You will not be able to 
FIGHT while you are using an ITEM. 


Seiecl Ihe 
ITEM dusirrjd 
and pieas A to 
G>; e cu te . 


f j >1111 ■ i v' ■ i ere over- 
L—JHAMbAA powered, you 
ran try it] RUN. There is no guarantee 
that your escape will be successful it 
depends on your ayi i[y leva!. 


He who PUNs 
iiw-fty, I. v e Lo 
RGHT another 

day! 


JTirJiT 

e&ALK 

OfffcW 

nm 


RTtlK 



























































































WAYS TO RESTORE YOUR HP AND MP 


if your character a HP got a very low, your characigr will begin 
to look weak. You nmd to get their HP up quick" Here ere 
different methods of raisrrig your HR 



1) STAY AF AN INN 

Staying at an IP#J is the most efficient way to recover HP and MP Both 
yo.rr HP and MP will be restored to their maximum Ievcte. Yo.jr gama will hr: 

SAVED too. 




I.OOk lOr tH* 
IMM &ign in any 
town. 


Once inside, 

fcPn> ^nrhknnpijr 

will great you. 



Using a TENT CABIN, or HOUSE is a 
very convenient way to SAVE your 
game. A big advantage is that you do 
not have lo find a town to use them. All 
of these items have twan shrunk, down 
to a very small sr?e so that you can store 
them in your pocket. this means that 
you car carry up to 99 of each. When 
you use one, it magically enlarges to 
normal size. You cannot use them 
inside of a dungeon. 


place to camp! 


Prg&i STAR 1 " to bring tip the Choose - tr.' and fysss ihe 

M£NU screen, then select A Button 


P iSil the A B u I la r f you 
want "c SAVE your game. 


THMT L WJAlI P- «JWk i 


ITEM. 




■ 




Utilizing a HEAL potion is 
another way to regain lost HR 
! hr? PURE potion is very irrpoi 
loot too. If ono of your charac 
ters is poisoned. PURE will 
'purify' their system. An advan¬ 
tage to potions is that you can 
use them during battle. 



One nf (lie iShara^- 
is poisonodi! 



Press START to s* to the Ur 1 Ihe ITEM Screen rrwn lhe i&«f i?> Hie per- 

MENU Screen, select ITEM th^ 'fir'iger' 10 PtJlTE avd son that you msb to use the 
anc pr*(S the A Sultan. press A. pOliOfl Oh 


4] USING MAGIC 

There arc many types of magic that 
•can bp used to raise a character's HR 
he first sj>pIi of this type is the CURE 
spt?H iWhite Magrcj. Magic is vary vet 
sable — you can use it while in hattle r 
or during travel Of course, higher 
level magic spells are going tc restore 
more HP than low level ones. 



During tra- 
select 
AGIO 
from 3 he 

EMU 

screen a?nd 

press A. 



Orc this screen 


Than aelecl vifoich charac¬ 
ter's mag 0 you WOUW liko lo 
use and press A. 


Choose the desired spall 
an<5 enlar il by pressing the 
.A Button. 


you can 

soled, who you vyjstn lo use 
the spell an. 


Cn.K< i>Mh 


_ . _ 

Td* 

IKM 

!*j? 

TWr 

7m 

PfWSj 

7&, 


1 ur>r-. jtsi 1 


"SW- 


| JJtHE-H 1 




iWUrt- 


m 




































































ftEMEMBEF«l! 
After oviva! 

• » C• •* 4 • •' 

your HP is only 11 


The M^c^cian ydu tfe feeh:Ct 
the candidate for ravruai 


Yc.ut t>3ifld 0.1 LiL|h? WarriOi'S 
resume 'So a full elalf. 


CL]n iO 


LftAJM? i ijn* 


THE CLINIC 

CANREVIVE 

SLAIN ALLY 


An adventure party 

u 

an aliy in battle should not fesr 
temporary loss, in most 
towns b CLINIC can be found. 


icran 


Inside, you will find a 
of Life. For a fee he will revive 
any of your allies slain in battle. 


LET’S GO SHOPPING! 

When you return io town, or journey to new ones. 


you should go shopping. Yolj should learn new arid 

■diffe-ent magic spells, and stock op on potions and 
TENT&. Don't forget to upgrade your weapons and 
armor. As you enter new areas you will encounter 
more and more ferocious monsters. To quickly elimi¬ 
nate your foos and protect yourself, you must con 
‘jtanfly spend your hard earned Gold. 



3n -113% shops wiih such 

g'eac Eh ng.s 1c buy. Star I 

wilh any nr th^iri. 



CLASS 


CVAL'H V. 





BEFORE VISITING GARLAND 

You must take a short journay to the temple 
of Fiends to confront Garland- Before heading 
out, review a tew points that should become a 
standard precaution before 
civilized area. This will insure 
journey 


eavmg 

the easiest 


STATUS 

[ Mr § bpjhi 1 i 

On the STATUS Screen you will find valuable information for making 

* 1 _ i _ ■ • ■ B * ® _ • * " • • • * _ • B | ■ * ■ ‘ B » ® * B B 1 • , • V * * • ^ " • • 

many decisions, Knowing how many Experience Points you need for eIih 
next love! is quite valuable in determining whether to return to town or 
continue battling. 

Each class of Light Warrior has different characteristics than the others, 
The attributes cf that class, in combination with the Experience Levels 

• B ■ • • • ^ • • • • ■ B • • V * #• Bf • 1 I * B 1 

and currently EQUIPped weapons and armor, contribute to tiia status of 

Warrior 

^PB._ t/m B■! ^Pb w c 17 H HpiiM mK B ■ 9 B 1 I ■ • • 

Use the strength and agility levels to help in youi determination of what 
weapons anO armor Ip EQUIP Higher numbers are more desiryple- 


On the journey, 
many monster* 
will attempt te¬ 
st# you Fight 

through, or at¬ 
torn pi to FHJN 


Jrom tha 


m\m iftal block 

the path to you' 

ciesUrisMiOii. Bid- 

lie to gain Gold 

and Experle-n&e. 


Aher making ail 
oihar prepare 
Irons, it is a vary 
qoot}. idea id 
SAVE before 

town, |1 
are ^nsue- 

‘0^§S!!ul -Qr'i yt>i j r 

m ssion you can 
rasiari from 
here. 




WEAPONS 

ANDARMOR 


Make sure that 
all Ihe weap- 
■:>rU; arid ariTVuf 
you wish to have 
wtfh you in bstlfle 
are EOUIPped, 
The I Slid eat 

sword or shiniest 
armor win do no 
good in the heal 
or bottle untess 
it has bean 
EQUtPpCd. 

It ia quite wise to 
laiKa provisions. 

Being able to 

restore your life 
during your jour¬ 
ney, or even In 


, is impor- 

tam. A poisoned 
ally can not sur¬ 
vive long wMltfcGUI 
some ant idol? 
(PURE). 
























































The enerny party may be 
mace up o! §euer?i 
mc&i&ws. r;iimij^ Hirst “he- 
wasters. Lhai [kiss- the 
gre&lesi threat. 


if the wy utiw sv: vtmus- 

ton£j& he car irtffc*. more 

carnage Ghan the weaker 
en0Rie&. 


Meud cooccohaic of* the 
Grey trips, before’ wording 
on ihe Imps. 


EXAMPLE 


Conserve your spells m&oiy 

!iv DUi’ig rjrr: ".I yOgr Wc 

-rises' in^Fium HP arid 
how much damage can be 
filtered ay your alrea 


in iwxl 2 01 IfilS bat Hu 
pwowp speii is not wbfct 

10 feririinafe ihis Oare. 


EXAMPLE 


Bailie wth :he Sabags ha?, 

laken a fell op ‘poor hOwa. 

Choceu B\? Warrior wfth the 
tiigltM a^lily to give ihe 
HEAL polion. 


c> s-v^rni m 'he urwvi^g use 

of a policr tne Warrior that 
nsks being slain, should 
cheese !o right. 


PHIL kj- vos the day wish a 
much naeded HEAL tc 
reslore some HP In the 
^eaHs^wd HCWA. 


how* 






MIL 


IT-LJ* 


!KJN* 

IK- 


VAIM-0 


FiOht 





IT 









■*K-hT 

HIIN 


ii-r—JCn 


PHII has . ... lO-VIY 

arid ihe rest rrf ihe *w» iv 

RUN for lhair lives 


VhlLe engaged in battle it is always wisest to plan ahead, Wise battle tactics 

vii I minimise the damage to your party. Unwise bottle practices 

the Ct-iNIG- 


BAD EXAMPLE 


AD 


Iif: rt il a de : 
v.is ihOffraftpO- 


BAD EXAMPLE 


29 HP 

can'l Iasi al ; :hal tong: can 

111 US? 


I r of 1 'i m 
leaner rr ynur narty iS uGty 

irnpertanL 


The loader will rfx:r.5.‘ve t- 
brunt o\ IhO anomies' 

•? B* ■ •• T BS1J' . ' ■ I « * I ■ * 7 _ • *BE fl 

altabfc. 


Kri6 vj hCiW .rfluCh tO ".hank 
‘ ■■ach '"dividUri r:111ji riy 



































































































































































H/.HM :S enectrve 


ITEM a cen ce usetu. 
while in a battle One 
advantage s that you 
can use a n TCM that is 
not EQUIPped. Often 
this item will Lit:- ijsad 
on ale enemies or on 
your entire baity 


t O N't" 


PHIL 




Even if you ei-ect to. there is no guarantee 
that yod can safely PLIN away from the 
enemy. Eacili character's agility r regard- 
loss of enemy or ally dictates the order of 
execution. Bo aware that the enemy 

might hurt you before you RUN away. 


R.JNnmg 
y.wyy Front 

enemi 
w h i I y 
‘weak car-, 

be a smart 
thing \o c:o . 


ri r 


i 

• 

1 * V 



In aider ip survive battles and gain large a mu irnts of GoJd and Experience,, 
stopping to analyze ytfur enemies" weak points will bring you success, Vou 
must experiment to find the most effective ways to use your magic and 
weapons. Many strong enem-es have a weak po^nt that you should exploit 
to your best advantage- 


Use magic apelis trdtn ihe 
Lightning (LIT) category 
white lighting In, unde:-' 
water. 


Weapons ane magic at |he 
ICE category are most ef-sc- 
live against enemies using 
&nd made dF EIRE. 


Uivdead monsters, such as 
ghosts, , me i other 

non-hvmg enemies. 


Using an ITEM 'while 

engaged In battle. 
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:sated on the throne in the middle is Gartend. He does not fear your coming, 
.nd waits to battle. 


TREASURE 



v 


GARLAND 

TREASURE 

BOX 



- i _ _ _ _ ... _ _ rdBH 

r-- *1^-* - ■ 
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"*F“ 

w I 
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.'j :.w.v+i'iu. 

as :■' 

m m w * m 

l>-L- 
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■ ■ • 


LOCKED 

DOOR 

PRINCESS 

SARA 

LOCKED 

DOOR 



3E WARE OF FEROCIOI IS 


I ha enemies that you run 
into hftre #ra quite Strung. 
Be sure to watch your HP 
■ery closely, Use HEAL 
.lotions if you need to. 


A large group of widkw 
woltiNL Look oul? 


Ghouls hay* — 

paralyze members of your 
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ij. sneering the tem¬ 
ple turn Eeft to tin 3 some 
Treasure Boxes to raid. In 
The Temple of Fiends, as 
wel’ as in most dun- 
peons, you may find 
weapons and armor that 
can help you in upenm 




out and use them to your 
beat advantage, 


E nter ihe door to lind £ 'Thi-n 

surr; Bon 


Opening ire oox you lind a 
CAP’ 



.'i pid.@r to detain the 

cements of M Treasure 
Box, you rnus first open 
it. *-acirg towards the 
box, press A. If you do 
not squarely face the 
box,, it carinct ba a peris d. 



LOCKED 


White &xppring r if you 
find a don* which can't 

be entered., try pushing A 

to investigate, Many 
times you will be told 
that the door requires the 
mystic KEY to enter. 
Wh&n ynu have the r yj y$ 
tic KEY, the doors will 
open automatically. 


Pushing against th© door 
doesn't gain enlry for you. 



Press A tC -ind \M ric>:>r is 


locked whh the mystic KEY. 




Garland 


upon his throne in the center of the temple. He does not fear 


.myone who walks through 


door. 


of all four >«ouths who think that they 


Eira the Light Warriors, Garland has no 


of you, so do not take 


your 


preparations prior to doing battle with him. Fully prepare., and you may win! 





Alter 
©nier; ng 
i he door 
Ihe 
ro ne 
m , 

IQ 


A I I © f 
doing so, 

proceed 

towards 

Garland, 

and I r v to 

o n 

with him, 





Urroriu- 


n't 
want io 
negol ale. 


ITi 


I I 


f. 


4 



□ ARLAWI' 


FK<HT RtIH 

PUSH 

PfllHK 

ETPtl 


AH wa/- 
r i o r s 

5 h G U d 

choose 

Lo fight. 

M agic 
users 
she uId 
u & £ 

MAGIC. 



The- battle with Garland 


is done. (Vest 


you 


will have suffered greatly 
and perhaps : ost one of 
your party. Walk forward 
to irtlk to rhe Piincess, 
After she finishes press A 
agsm to warp to 
Castle Coneria. 


Talk 


you 

Caetle Conarla. 


warps 
King in 
























































































jit e c e ssfuIt# defeating 
, make sure to talk U> the 
repeatedly. After thanking 
fotsinn her, if uou ors&s A 


icJt to the 
Condria: 


Room of 


A ROYAL RE WARD 

The K«ng. happy to see hh daughter safe again, 
cheerfully orders a bridge built to the main conti¬ 
nent. Princess Sara, also wishing to help out the 
Light Warriors, gives you the LUTE. Both uf them 
do this in fulfillment of Lukahn's prophecy 



The King has ordered the 
building of Ihe Norm Br+dgft, 



Sara 
LUTE 


her mother's 




Certainty Shis will do more 
than play music. 






Make sure to talk to everyone present in the castle again to receive hew 
dues. Keep talking until their eonverscrtion no longer changes. 


The 


King 
sends you 
on your 

way. 




EHnctss is 
concerned. 


30 


TALK TO EVERYONE ELSE TOO! 


.5 you find items and accomplish your goal?, the people will give you new 
kios. Write these down in a notebook to heJp guide your quest; In the event 
hat you cannot determine what actions to take, always go back and talk to 


:v£fyons again to find any duesthai you have forgotten or missed. 



After 


A'ter you have rlicueo 
her si:=;ter, she is very 
Happy. 


This woman's cdciC^n 
has shined lo Malaya, 
1h£ vtdim of a crime 


stfaybe you should gro 
Aonh to MSit-Oya, Ihe 
lOwnspeoplG seam con¬ 
cerned about her now 


The Scholar who was 
concerned about Gar¬ 
land kric>rty III# LUTE 
has a purpose. 






rrmeess gave 

* The LUTE 

* MatoyAj a witch who 

the CRYSTAL. 


LUTE 


the 


norths 
































































vp uni It Hit#, Ijoitr 
wa fid has been [ ver>j / 
smalt. It has cons/sferf ( 

of Co neritty the Tern .p l& \ 
of Fivndst and the ptt$i 
between the turn. 

With th :*? new North B 


As your reward for the rescue of Iris daughter, the King has tuisi this bridge 


Befcii’B the 
r e a c li s 
there Is no 

I l'i r Q $ 1 


Back at the TepnpJe of 

Fiends, ycu Wifi find h 
mysterious black Orb sit¬ 
ting in Gai land's former 
throve room. This orb 
seems quite similar to the 
careened orbs that you 
carry. I lowevei, tnisorb is 
not black with the lack of 
internal light, it radiates 
it-s i dac: kn ess fro- i'i wi i'■ tin. 


The black Orb canAfet be attacked 






tossing the North 
■ridge ends the prologue 
if this story. Sit back end 
injoy the opening credits 

: Final Fantasy. Carefully 

■ ■i-id tha story, it is your 
lory, for this is your Firt 2 I 
i antasy, 


rv,vr> 


Ab you begin walking across 
i he North Bridge, it seems that 
a battl-B -5 goiny 10 I.»k0 place. 


appears 


t* h 

PS WTJ 

net ten 



1 11 


ilfr 

f 

U-4LI. 


£■* 


th 

4ft 





Iltf 


h « I 4 I L i Bk 

thlt _ 

yciirs a-Eo 5h 
with b etvV y i 

■l|! i t U •> fi r P Ul fit AW ? 


<r ■■ 


Ul 

il^i^knftss. 







i 


1 


IIV 



orec ! 

tart j^out 

Ruusnfi iU L ifikr 3 
o-F rca-zc- to our 


wo v- 



Now your adventure truly 
begins If you ?rp nyt 
fiod wit i some aspect o' 
your paity it is not to late to 
restart. The amount of time 

• I * ■ m It V • • • # 0 • IS B 9 0* 09 • • 

tfi^t you hayve invested to 

• • * 

this point is <quito minimal 
compared to the total time 
that you will spend in com 
pleting this adventurp- 


C housing 

ft NEW 

GAME nfew 
wiII erase 
vour -old 


I NUB 


NEW 


C 1987 SQUARE 
C 1SSO NINTENDO 


■ 
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HOW TO ORGANIZE 

AN ADVENTURE PARTY 

How you organize your party In Final Fantasy is entirely up to you. Make it 
Op any way you like, it cannot bft wrong, The game will require different 
strategies depending on is in your party. 


/VV 

\l/ 


ft 


a w -- 

iir 






a a 


To start your Final Fantasy, select NEW GAME when you turn it on. A screep 

showing your four Warriors will appear. Start'ng with the character; in the 

upper left, you can change the occupations by using the + Control Pad. 
There are six different 

occupations, to choose 


from. Press the A But 

ton when the occupa¬ 
tion yon want is shown. 





A 

L‘: 

il 

l> 


F 

15 

Jt 

1 

.. 1 

k 

i_ 

H 

M 

LP 

l> 

i3» 

:k 

1 

r« 

IJ 

V 

W 

w 

y 

■■ 

i 

■ 

'•■Hr 


nr 

■ 

Sr 

LI 


L* 

a 


k5 

Sr 

jl 

* 

c 

4 

V* 

p 

s 

h 

VI 

J 

j 

*r 

1 

IT. 

ft* 


a 

H 

J- 

> 

t; 


V 

UJ 


>■ 

-■ 


■ 1 

1 

•A 


-is-i irr 

HAhh- 




Then the name entering screen will be 
shown. Name your character (up to four 
letters by using the +■ Control Fac and the 
A Button, f the name you wish to use is 
less than four letters long, use the J space' 
located below the T 


After entering the fourth lesrer in the char 
aeiur name, the screen wili return to where 
tire four warriors are shown, fhe occupa 
tion selection and naming process then 
proceeds with the upper rig lit character; 
This continues until al! characters sre 
Chosen and named. 



.m ■ mv Ely r QL ■* jaTT.np 

IjTI fir 

C“ 3^ . r«l> 5F- P I 

! •:, .r» 

n !■ 

,^ 4 FTk n 

'JBI1 
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IdM'J a vi vrx 

U Jf 

»! -i 

J^l 


ioh of the Four Warriors in your party must have an occupation. Here is 
MTit? useful information to help you choose. 


FIGHTER 


pm I essi final 

iigH&r Irained in 

lhc> use oi all wty 

i xina. The .Rghtpir 

is abi« )o w&r 

heavy armor and 
; skdlluf wilh 
large awordfi- 
I .cm with this 
bulky equipment 

■:j C k n>:.Tvcy are 

still PDES&le. 


u 




SLACK BELT'B! 



A. mas-tef Of ma p - 
I \r\ ar Is. Todflh 
berth mentaJI y and 
physicoll*/ This 
Warrior can fight 

nlTediiu-eiv wrl.li 

bare hands (no 
w capons 
equ oped}. 



THIEF 


iPPjty and dexter¬ 
ity are !hn 'i|r rw vj 
polrils of this 

character The 

I'hef is good lo 
whgr- you 

iwd if; d an 
aTack Irom I he 

Wiy. 





DMAGE 


The Red Magi-. 
tifep has uift afri- 
lo team acme 



rjl bplh h I Q k 

ano white magic 
spoils and is a 

fairly good fighter 



WHITE MAGE|wh WEi BLACK MAGEfsi .magei 


Usirigi White 
Mgjjfe this char¬ 
acter can heal 

wounds and cast 
rrUlily d6/0v>Srutt 
spelis. The While 
Magician s no* a 

•ary good tiahler, 
hu" Curl Iftaid 
PQwer>u! magic. 



This cwaclar is- 
Staled rtilh Btec* 
Magic — very 
aowarfu shell s 
■jsed =lu attach the 
enemy. 




























































doftnh i nation 


wo r k s 


very 




togiper it is balanced and rs highly rec¬ 


ommended. The battle 


Hghtef and the 


lack 


Beit combine 


effectively with the minfe supplied by 


the White and B-abk 


i his combination is quite different than 


the 


'/he 


p roved us two. 


not 


ratitim- 


mended for chose who are inexneri- 


ericad. the veteran 


should hw a 


lot of fun with thi 


The money 


r- 


one. 


saved by not 


td buy expensive 


weapons and armor 


be 


used 


for 


Can 


powerful magic and potions. 


I his is the party that you will use it you 


do not change the selections, 


anced party also and will do quite well. 


AEthpirdh 


is somewhat weak in the 


magic department, the figlitififl 


skisfe 


of the party will more than make up 


for that 


Your game's course of devetop immr w:\ 


differ depending on the combination o 


your party Make it up any 


you lake. 


it cannot be wrong. 


Below are sue 


■nested party combinations 


and some: 




qooq and bad points of each. 











- 

I.» 


)C lone Fighter's place in this party is 
•pi just that of offensive atiac*. His 

ouroose, with the Help of the 


,t ii n r 


v'hite M«ig«'s powets, will protect 
:ed and Bl ac& Mages and allow the 
sstructive power of their magic to 
eicst the enemies. 


■ie course of your gams's development will depend upon die make-up of 
our party, Enjoy the development of your Final Fantasy the combination of 
!nracters Is your own making, There are pwer 100 difterent character combe 
,iLlans possible. Some parties will be much easier to develop than others 


MORE PROS AND CONS 


ou must like magic to use this party In 
he beginning, many trips wil be spent 
"turning ro town for revival if you 
rikirj purchase HEAL potion by die bar- 


you won Id do 


When this patty 


.aco Ties experienced', the quantity and 
.v;>os ot magic spells that can be 
wrought into battle is formidable 


,7hen this party goes nto battle it is 
strong and quite menacing. It will he 
.LjiLK expensive to outfit this party with 
weapon a and armor. Trie Goad saved 
ihe pelagic Shop will be wisely used 
:dying potions. Until tnis party reaches 
class change isoc- page 75 ! it will not 
have the bene Hi oF magic. 





















































































Affer ffon W rencticrf the hM 

North Bti 



<ts been butft r f/ s time to 
, qo to the Ojpf of ftSatpfjtiy Ufatoga, o 
j'rietullff witch, Uies here, 

• v^ 1 * *• •j I . •• * - * n • *»■ y.tii •* • ...v 

• i ::. ■ • ■ ^ l , i * *' • j* m. « 



LOOK FOR 
THE ENTRANCE! 


entrgn-ce 


of MMoya is north of the 
North Bridge. Refer to 
the map atxjve.. 



Tfois is. the cave, 

Maboy a ! 


visit 



Hfrre is what you will tincf inside the cave. Flight after you enter, look for a 
Lfoor gnd go through it Then search the area. (Tip. You can walk ever 


the skulls') 
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REMEMBER MATOYA’S NEEDS 
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’- you search the entire cave, you w l: probably find Motoya the witch. (If you're 


having trouble finding her, she's up at the top of the cave.) talk to her and find 


,' dt what she needs- 
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AIT^- you enter the 
dour. 1 . 1 rj up lar aa 

yc u can. Find 

Mafcpy* and iaSk ^ 

her. Rememb* r what 


she It s to 
wnle down anything 
1 hat you ihinh is 
imporianl! 


On the far left side of 


she cave r you will find 


three Tr^iiaure Boxes, 


In t 

you 

HEAL 


To open them, act as 


p 

’. | .r v : ■■ 


if you were? talking to 


one of them - si and 


:icing one and press 


. ■ 


£ 


he A Button Your 


OpC- 1 ' ih-a raw to c-Blain 3 NEAL poti&n 


:arty will automati- 


. ally receive the box's 


-..(intents. 



urc koxt 


sS 


Jfc 


& 
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Anolher HEAL polion! 



T ■! Th* treaiuFe Msfi 

r-tIJJ 4 a U-Tt XL r- ■ 


Here ymi 
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When ex pinring an aiea„ you sliouid 
examine everything. Evan if it 
silly! Fot instance, in iim Cave of 
MatO'ya, you carl talk to the brooms 
They give you a very useful piece of 
Information. 


to a broom?!? 
It's betn said I Ha I 
brooms cnn lal k BACK¬ 
WARDS. lfo& brrjrirri$ 

si y ec ret! 




HTHEH 
ANSWER 



THE SPELL TO BRING UP 
THE OVERWORLD MAP! 

If you read the broom's text backwards, it savs PUSH B SELECT. Go out¬ 
side the cave Push and hold the B Button and press SELECT The Over world 
Map appears. Amazing! Yfcn/ye solved one of the riddles e 



Filial Fantasy! 



^us-ting S and SELECT hrir 1 |>: up i?vj Overworld Map I he ! iris Hashing duts are tow~s c- 
places, ol great impertaf.es. Be sure to visit ALL ol Ihem, The flashing orosa’ is your loeshon 
Th a *Qi1d is HUGE! 
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lit thf; town of Coneria, you may 
ken wltfi a hoy itiitsiiiy abti-at F 
towit to. tit* fdiif. This h gour / 

nation. HerG. ann will b* ahltt 


fy HM Mum 



The lown of Pravoka has been under seige Uy pirates. Explore the town and 
find out whet's going on! 



BIKKE THE PIRATE WHITE MAGIC SHOP 

INN CLINIC 


BLACK MAGIC SHOP 
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ARMOR SHOP 






















































































































































Pirates have taken ower 
the town of Pravoka, Talk 
with !■: 11 of the towns¬ 
people i-ji l d see if you can 
gather more m formation. 
DON'T talk to the pirates 


A man '+> i l h a slue mohawk 


K I ■■ 1 
nv hd* 



Before you battle it oat with the pirates, go 
to the I MINI to SAVE your game and 
recharge your HP Another great reason to 
SAVE here s that if you should lose to the 
pirate in this town, you can CONTINUE 
your game from here instead of trava ling 
all the way from Coneria. t pays to SAVE! 



i iowmi. n Ihe center: 





find Bikke the ::j ireie- 
Talk to him and nig, 
crew wili challenge 
you to a Fight. After 
you defeat them 
(hop&fylly you are 
strong enough], tax 

ikke again. 

Since yoLi have 
beaten his crew., he 




SHIR 




B Kke orders his Crow ic attedn 


9 pirates? TbinK fast! 


The humbled Bikke gives you 

nuf ,,□u can sa 1 ' (he high -*■■ ■ 
risers, yell- 


THe c rates have been defeated 


HBWA 


TOHV 


FIG«T RUN 
WAQIQ 
MINK 
JTEH; 




TQMV 


— 


mY CAN’T I 

U* .* ■ » ,y .1 i ••• « • 

If you're having trouble 
defeating the pirates, here 

arc a few tips, 1) Spread 
oL,"t your attack: Dor't 
have gl| of your characters 
attack the same pirate. 
Have everyone an.a c k 
someone different 2\ Use 
the sleep spoil: !f you have 

the steep (SLRP; spell, use 

• • * • » 

ill It wftrikj great’ 




S/TTl 


ms ? 


Don't pflhcemt^al© on 
0*10 pirate. Spread 
oul your aunek. 



Use th a 

(SlEP) spell 
those big 
pirates. 



Cw. 
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leave the town of 
P r av o fc a i you sho u\d 
probably go to chip? INN to 
SAVE your game first!. 
Yb l. will see your SHIP 
docked at the port, lb 
board it, just walk on to 
it You will notice that the 
SHIP mfyues a Ot fastor 
then yo-i can walk. Note 
that you can only yo 
ashore where there is 
a s>ort. 



Your new Ship is waiting 
•Dr you. Let's- go sailing! 


Hie SHIP really cruises! 



Your SH5P can only be 
docked at a port (shown 

with white bricksJ. You 
will have to do sonic 
exploring to find fill of 

them. Most importantly 
R E M E M E E R W hi i£H P 
YOU'VE DOCKED YOUR 
PI It's very easy to 
lose track of where voc 
got out of the water. 


I fie ocean Is do easy rido. fliere are many monsters put here that would 
just love to mess up your trip. Hero are some o? the creatures that 'you will 

meet in the sea. 
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THE PEOPLE OF PRAVOKA COME 00T! 

After you defeat the pirates in Pvawoka, the people that were afraid to step out 
of their houses sre now Ires to come out. srife to teJk to all of them I 



Aha! A elue lo ou find the Elves, across 



Useful informal.ton from the tbwjitfQMc 



your help. 



WHITE 


BLACK 

MAGIC 


L 2 400 
DftFEK 


THPR 
LB 4 ULI 
SLOW 
L 2 4-00 


LNVS 


In Pravoka, there are some great 
shops, ihe Weapons Shop and 
the Armor Shop are selling 
things that you couldn't got 
back in Coneria. Remember to 
EQUIP the items that you buy 
Also pick up some level 2 
magic. If you don't have 
enough money, go out and 

for some more Gol d! 























































































































SCiL 


Their Prince is asleep. 

The town of Melmoiid is West of Pravoka, 
* MeJmond is under attack. 



Now that you have:- the Ship; you can explore u lot of new places. St's time tc 
do some serious exploring. Snil everywhere you can and look for ports and 
new towns, SAVE your game before you leave, jest re case. Remember to look 
at the World Map I.B and SELECT) often to see where you are- 








Sail due south of Conarra 
until you reach the coast¬ 


un a. As you approach 
this coast, turn and head 
west to find Elf Land's 
northern port. 






7&&m 


Five years ago, Astos led a 
raiding party of dork Elves on 
this castle. Unable to find the 
CROWN; he pi 


Prince under a sleeping spell. 


THE TREASURY 


THE PRINCE 





















































































































Enter the Throne Room 
to find the sleeping 
Prin££ r guarded by an 
attendant . He talks a bo Lit 
Mtftoys, the witch you 
already met, who need a 
her CRYSTAL back. 


toothing 
huad! 



If any you ooulc frd tho: 
witch's CRYSTAL! 


DO YOU REMEMBER? 


While exploring the Cas 

tie Conoria, the Sages 

■ 

you found nufsido Lha 

Treasury informed you 
that tee Prince of Elf Land 
was given the mystic 
KEY. 



Yrtu 1V1 '.>st w;ik“ Ihe Prince to gsl tfcsl KEY 


400 yfta vs a ff o the 
rreasurx was locked by 

th« inyjsit it KEY* fivT- m 
ancestors Save the KEY 
to the; Pv- i n e e of EE fLihd 
for safe keep inti. 



Care fully walking around the right side will (cad you there. 



*iValk close to the edge of Ihe Slil next to Ihe wall, con- H-fcre is Ihe Treasury. Too 

castfe singe on around. dad the door is locked 1 






OBTAINING 


Many doors locked with ths mystic KEY have prevented you fi 
exploring numerous places. Follow this guide to get tlie myslic KEY 


Obtain information 
ping. 


n information 


Trade Matoya the CRYSTAL tor 
the HERB. 


Revive th« Prince fo be re 
warded with die mystic KEY, 


live across the Aldi Sea. 


attacked. 


tlte Prince 


11 cure the Prince 

































































































































spells above yum magrc 


In FIfl n-n(’. there era two luveb of each type 
Magic Shop. Don't worry yet about buying 
You will be matting many return trips to this 


H>wn r so only buy what you can afford and can use at the time- 



WEAPONS SHOP 
A) CLINIC INN 


BLACK MAGIC SHOP [U 
WHITE MAGIC SHOP 


iITE MAGIC SHOP 
BLACK MAGIC SH( 


ARMOR SHOP 
- POTION SHOP 
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After ravaging Elf Land, 
Asios took a disguise 

and visits for nip opportu¬ 
nity to take control, and 
become King of all Elves, 
Hi5 disguise is so good 
that you may talk to him. 
and not even know it. 



strike a no disappear 
ca^ne i h :s Hives 1.0 ye 

v/ary — beware! 


A Spooky Cast!* : -p -he ncrib- 

w e at ? Lighl Wamprs 

sMoown't he afraid, 



POWER-UP 

In order to purchase ihe 
spells aiid weapons rhot 
you desire in Elf Land, you 
will need to earn a lot of 
Gold. In the forests sur¬ 
rounding the town, you 
will find many enemies 
who can be persuade: d to 
fve you thei r Gol d. Lt :ki k 
for the Ogre: Creep com¬ 
bination to supply a good 
share. 



Return to ElfLand to epend your hard 
i-arrattf GOLD. 









must wake 


sgui$ed Astos lies wail 
Northwest Castle is a 
1 4 magic is expensive 
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ctrrfons 


in/iu-fEfffiOR 








I Ifitf; ia what you Will 


in the Dwarf Cave. Luck ly, thy r e are no enemies here 


Just a bunch of friendly Dwarves As 31 ways., be sure chat you talk to 
single Dwarf you can find a-- d check every door, 


A D WA R F 


THE BLACKSMITH 


NERRICK 




This Dwarf informs you that 
the dreaded Asto-s was the 
one who stole the CRYSTAL 
from Mato ye, 


>nu '-v gpcrt 1.0 jliftd a 
way lo get the 

C n VST. A L. 1 r o r'n 
A- 3 to&! 








This Dwarf 
smith. He weSMId love to help 
you out, but hasn't got the 

rials needed, 

assist you 

later. 


Looks irk# you 
Bhoulti keep an eye 
o u i f c> ■ jo m e 
ADAMANT! 



A Dwarf n 

turns out to be a construc¬ 
tion engineer Hh nOOds your 
help to complete his project 







11 you J ind any TNT, 
brihQ I to Ng-frick. 





building a canal and needs TXT. 

mith needs ADAMANT, 
e one who stole Matoya’s CRYSTAL 

is rotting from the west* 

Ik of a HOAXER? 


- There is 













































































































i spunk# Nvrthwes? 

■Tf you iviUfituf o cfue 
a lit ihlp flwnflr Elf* 





Ones inside ft 
doesn't seem 
3II that spooky, 
just deserted. 
Volt OKfiJura- 
tlon reveals one 

locked room 

and a Lone 
King on his 
throne. 


THE LONE 
KING 





The Ki-iy git& in seclusitm 


Atone the King sits on Its 
throne. He tells you a te le 
of woe, but doesn' t men 
Hon what has become of 
his subjects. Of course, 
you are curious. What 
coLiid he be hiding? 


A l&ITibfe tale 

can help him! 


Maybe you 





-ski - - 



- 


Please reler lo the Pina* Fantasy Dungeon 1 Majp$ Poster. 



In this cave you will find 
legions of enemies 
whose sole purpose in 
life is to dispose of ama¬ 
teur Light Warriors. Bring 
many potions to restore 
yOur HP arid to aid you if 
yon get poisdoed. 



Ear - Gold few shopping near 



Then porch ace many 


l.he lewwn 


potions: &l the shop 



EXPLORE EVERY ROOM 


Hidden inside of many *ooms ymi may find Treasure Boxes. You will also spot 
ladders and staircases that will allow you to descend to the lowest levels. It is 
Important to check all of these to find everything hidden. 



That's it! You found ihe 

CHOWW 


ire*! Remember 50 EQUIP il 
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e emWN. ju>f us 


wrefreved j 3 i t#te stt 


some 


ldu>i*fe> cvttbi cam* 


YOU’VE BEEN DOUBLE-CROSSED!! 

The Lone King was actually Astos in disguise. Ho tricked you 
"nto believing ho was in trouble and needed you to retrieve 
the CROWN for him. Warriors, do not lose your battle with 
Astos ai;d allow him to have the CROWN. 




K£Jr 



Tb£ baiUci 
begins! 


HOUA 


HP 


at 



Wnsfi you defeat AsIcs '/e,-., can 
ff'lyrn |h<? CRYSTAL to Maloya 


iem 

H A H It 
DftBK 
ITEM 


RUN 


TOUY 

^14 


HP 


V 4 



■ ■HIE. 


Attack Astos 





NEffT 

"fez 




MP ™ 


TDHV 

M F +S 


■PTAJi 

n* « 


C 



II Malovft has her 
CRYSTAL, she will 
help- y-bi .j lo wnkc 

the Prince of 

ElFLand. 




SAIL IN YOUR SHIP 


When >100 return to sec 
Matoya] it won't be nec¬ 
essary to dock at Coneris 
and travel overland. 3 he 
North Bridge was built 
high enough to gad 
under 



V . 1 J 4 *V 
. 
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E«n a 3 masted schooner 

can Fit under here! 


i 


ast 

Jhs port is much closer to 

Mwoysi's c^ve, 


MATOYA HAS THE HERB 

In exchange for returning her CRYSTAL, 

Matoya will give you the HERB. The 
HERB is a powerful medicine that cer: 



h 


fell t r* 


i ti i; (i niih-d-fi HERB v- 

most 

lil HEpU «ct PT 

TAL 

1 q -a.n ££« ! ! 
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M a y b e 
the Eir 

r i n c e 

w u n. ' 1 

mind Ihe 

tasle. 



Once pu 

hSllVt t'-B 

HERS, 
you can 
go. 


UJfU 


i: HI IHH* 


II I-A 1.4- K 




HIT 


By .ill meais , make ?he trade! 






















































































































Now thill itftif&iji 

fiism 


0 lH^B^|I 1 |^h|I 81 |I 

the Prince will give thh urns win wak* 
ypu lha mystic- the Prince from ri 

KEY. This is, of 

course, a very useful item to have. T he 
mystic KEY will open eny door! 


For being such nice 
Light Warriors, ihe 
Prince rewards you 
wfth "he mystic KEY 


Now that the Prince is awake, the people in the castle and in Elf Land have 
more information to give you. Ah & general rule, after you corn plate a signifi¬ 
cant ewnt, vou want to talk to people again to see if their stones change. 


An AIRS HIP?I? 

Sounds exciting! 


Better check o*rt 

tills cave to Ihe 

west. 


1 c-ec n >i 
rant 1“ U * 


***** 
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USE THE MYSTIC KEY TO OPEN ANY DOOR 


c irst, SAVE your game so that a group of wandering monsters -doesn't make 
you lose the mystic KEY, Now go see what's behind all of those doors! 


















































































































Sailing through 

the newly built 
canai w»li open 

up a very large 
stee for you. Go 
out and look 
around. As 
a!ways, it's a 
g oo d idea to 

S A.V h yo u r 
game before 
you take off, 




just hvest c J Ihe can=: 


I:: •>• 


You ^an saii anywhere in Ihe 

world rmw! 


so 


HAND OVE R THE TNT 

is owerjoyed- 

leawesto start work. The canai that he builds is located a small distance south 
of the Dwarf Cave, The neat thing about this canal is that it allows you to sail 


ng^ricK wants to get 10 work 
noiAr iftajl he has She materials 
that he needte. 


i 


■ 



e af Fanil*v& 



Lt?.. v• * 


After you pass through the canal, 

MeJmond is the first city that you 
will sco. W■ ion you explore the 
town you will soa that it ii i-j been 
virtually destroyed. The towns¬ 
people keep mentioning that a 

! 1 w dP» •£ _ i ■ i • .1# ■ *r5j3 

Van pi re is to blame, 



» *• m p 




• H#r* is th# p on 
clcsa to Mel'nond. 
I \ . snd *'S#I this 

v : town. " 







CLINIC 

(Destroyed) 

INN 


WEAPON 

SHOP 

/HITE MAGIC 
SHOP 

SLACK MAGIC 

SHOP 


ARMOR 

SHOP 


Melmond sure looks different from any town 
we've been to so tar. What has happened here? 


6 f 



























































































Nottee the largo n urn bar 

of gravestones and 

patches of destroyed 
land. The peopte here say 
that a Vampire is to 
blame tor the surround 
mg destruction. 


Looks lis^e the CLINIC wafe 
the Vainpere's main targerf 
You won't be able to revive 
S.rtV W&rri^s hoate! 


Bad news 3 Let's go see 
whan 's become oi the 
CLINIC. 


informatsori for you. Ba sura to 


talk to EVERYONE] 


These people think lhat Ihe 
Empire is responsible For 
the rollirm of the earth. 


a ciuu to travel south snd 

meel with Sarda. 


The TTlaii loves fuhles 


Tlie Vampire has ransacked Alelmond, 

A sage named Sarda lives in a cave to the south 
The Earth Cave is on a peninsula south of 

Melmond. 

Dr + Unne is here. 

With tl 

revivals 

The ancient people used a floating stone? 

I he civilization to the north as also in ruins 


CLINIC 


h P5-ia» K 





vb j m ust pas* through 

TuhtieJ fn Order 

:o get to 


EX T 


THE THAN 


THE TITAN 

it sterns that the Titan 
will not Ii:l you pass. 

fi'hfiru; rn b&r thH c: I i jk- back 

m Melmond that s&id 
that the Titan loves 
rubies? Looks like t's 
time to go search tor a 
RU BY. 



THE ROAD 

Titan will ™t tel 
pass. 


you 
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SEARCH FOR THE 

On the first level ot this cave 


there 


a staircase hidden 


from view. CAUTION: The 
•arm on the far left of the- first 
floor is populated by Giants 


you with 
every step- This is a good 


pFace to gam more 
once and Gold, but it is a 


VERY dangerous place. 



VjKHn'.CKt: 


HAtilii 

ikkjmic 

1 TF=h 


THE VAMPIRE IS ON THE 3RD FLOOR. 


Use the map of 
this cave to help 
you 
the 


get down to 
third ffoor. 


I lam you will find 
the Vampire that 
the people in 


Melmond were so 
concerned about. 
It you can defeat 


bound to be a sub 
stanlial reward. 


ISIme for you to meet Ihe 

Light W.y. r rinrrj . V:i m ^ i rrj 


It's a light to Ihe finish. 
WaJttfv ynur ncCh! 



YOU FOUND A RUBY! 


If you are suCcessfu in defeat 
ing the Vampire, open the Trea¬ 
sure Bo*. !t's a HU BY! Remem¬ 
ber the Titan? 



Op«n this. Treusu'fC ac* to 
fins a RUBY! 







A PLATE 

When you continue past trie 
Vampire's area, you' 
something on the floor Pushing 
A to investigate., you find that 


stone 


that cannot he 


FLOOR... 

You how accomplished a lol 
in this cave. Maybe 
gctfyl Idea to gel oul ol faere 
and deal vptfi U“ is &ion^ plate 
laser. 


mc/jv^d. 



GO TO THE TITAN 

You now have n delicious RUBY I we It, the Titan things so anyway). After you 
give him the RUEY, be sura Lo investigate the Treasure Boxes, their conlenis 


may conre in handy, 



Go 1 hrough the ea 1 Ed relu-n lo Lhe i ^ _ 1 of 
day. 































































































Inside Sard a 3 
Cave-j you will 
find Iwho 

Sards 
the Sago, 
must have 
some gr£nt 

information. 


SARDA WILL GIVE YOU AN IMPORTANT OBJECT 

Go into Sarda.s room and talk to him. He will yiwe vow a special ROD and 
some important information, 



Wh is 


Oh, he's hiding in hfcg hed 
mom! 


Now you’ll be able to com¬ 
plete your Jnvestijiaip&r! o- 
th« Earth Cave. Thsa ROD 
wiH move the* slot* .plate 


1h*t yuu found. 




&IVE your ffatite* than 
Earth Cave, /f ”s time to i 
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USE THE ROD 


Work your way (.town to 
the third fioor and go to 
the scone plate. When 
yen. p i y o-i it with the 
ROD, the stone plate 
breaks into smaJI pieces. 



Use r.ee ROD by gc ng Ic the 
if EM screen, sefcxiing not/ 

and pressing A. 



ther inio the depths or me 


fca-'th C-sua. 





FIND LICK, THE EARTH FIEND 

Use the map to find your way to ; J 

the Earth Altar. Hopefully, you 
have a large enough stock ot 
HEAL potions to make it there, 

the room on the fifth floor 
and meet Uch, the Earth Fiend. 

If you succeed in defeating him, 
proceed forward to the alter to a strange glowing ball, 
restore the power of Earth to 
the 0 :b. After doing so, step 

forwa rd to warp 
from the carve 


ind 


Stepping up 1.0 the oIIm- 
reslores Ihe power c-1 Earfr 
10 (ho Qr?j. 













































































Near the magic shops you will t nd a break in the town wall that will allow yoi 
to react) the Circle of Sages. 






WEAPONS SHOP 


SHOP BLACK MAGIC SHOP 


NN 


POTION SHOP 

VISIT THE 

rravel the path you find through 
the hole in the town wall near the 
Black Magic Shop. The oath 
leacs you to L;e Circle of Sages. 
Here you find Lukahn the 
prophet, in consultation with 

colleagues, 


CLINIC WHITE MAGIC SHOP 

OF SAGES 


Be sure to return here 
later. Ihe $a gm havt 
intormation. 


e& 











YOUR RE WARD, THE CANOE 

A5 a reward, one of the Sages will present 
you with the CANOE, this new vehicle 
allows you to travel the lakes and rivers in 
your path. 


Your reean'J tor aj^i 
w11 done wrtl lead 
you Ic a new e^oi 



By using, the CAINOE, you will ne sh:t; to shortcut through the lakes and 

• w • • • — ^9 • • ^ ® * _• • ® ® • 

riyera that you prwk^isly had to go Ground. (Most importantly though, you 
m\\ bfi to travel to Gurgu Volcano to battle the Fire Fignd. 


piking up ad the riverbank, your journey 
ccnlmues in ihe CANOE. 


■■A'itft trie CANOE, ir*& tnouth oF any stream 
GSfl IK#a port "" rt ' Wu 


rhe twelve 


at Gurgu Volcano 
CANOE to navis 


must 


is expensive 


























































































journey be tore eiit&riiig ti 
by K8in$ a TEXT or CABIN. 



1 _ ■ I 


Please rc-ie-r fro thn fL*>&l Furnasy Qungecn Maps hosier. 








A WACKY, WINDING, WATERWAY 


By following the river 
that leads from Crescent 
Lake you carl find Gurgu 
Volcano. Deep within the 
fiery hollow of this 
ancient place hides Kary P 
the Fiend of Fire. If you 
do not stop her, she will 
bum everything site can. 



tJve fill LI L Of I h I; tSu I'yi.j V : : :■ ! 

• • • • 4 • ■ 

canu A nice pia-ca la set up 
a HOUSE. 


T-hsse waterways can be 
confusing, be sure lo mak# y 

m,apr 


MONSTERS OF FLAME 


Weapons, and magic 
spells from the ICE 
category are the most 
effective ati u iE'tci ene¬ 
mies that arc made of, 
live in, or use FiRF. The 
reverse is also true, you 
should use magic 
spells, and weapons 
and armor -from tire 
FIRE category when 
dealing with ICE 
monsters,. 



AGAMA 


FIRE 


RED 

hydra 


70 


AVOID WALKING THROUGH LAVA 


A l throughout the volcano you wi i 
find puddles ana streams of molten 
Sava. Yduj boots will protect you to a 
small extent, but to avoid unnecessary 
iirss of HR: do not walk through the 
lava when you can avoid it. 
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Tread iigh ? .ly bra»/e 
Warriors, 


BATTLE AGAINST THE FIRE FIE ND 


"he Sages H* r e Counting upon you to defeat Kary, the Fiend of Fire. Wind your 
way into the depths of the Gorge Volcano. TighL to stay aJiva with each step, 
By the time you reach the Fire Altar you would much rather defeat Kary and 
warp out than retrace youi path. 



DeleaL this fiend to (he- wQr1$ \f#m ihe 

lijry OF h&r llamaf 


Ste Surt is torchry 


i=dler -defeal-ng Kary. iwep forward 1l> r^l.oru 
ih# Riwer of Rre to the Drb. Continue far- 
vard 1o be warped to Ihe aulside world 
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Caper. TSw in «.! 




pwr-t y 
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Please relerto ?he final Fantasy Dunoo&n Maps Rctf'er 



PADDLE UP THE CREEK 


\bu must saii your SHIP north along 
the coastline from tbs oort near Cres¬ 
cent Lake When you And the river sail 
\OLxf SHIP to the mouth. You wil corv 
tinuo up the twet fo the CANOE. 



Wilh. IM CANOF, 
pQftE, afft no longer 
- ... lr.u only plucu 10 

dock. 


FIND THE FLOATER 


The? Ice Cave is a ire^cheFOuH placft for 


■ ■. 


. - i i ft 



if you just cannot survive the trek through, 
you should gain more Experience before 
attempting to find the FUQATER. 


i*i!V* » ■ 1 ■ fc - 

Wf.SJSJ.-- ■■ 1 

ill . ■ . iJi- ■ 

J&- W ' 


■■ 
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Th* FLOATER h- : J.?s 

to be in I hat box. 

NOW CW< yOU t|fl 

to it? 


m rm mm m m m . 


Im p Kd PrijviiYt 

s£a^+s« Bt - - 



Locate Iha s5ai r way to 
next 11 nor. 




What can this hole be for??? 


Step in the hole and warp 
In flw bow you pugg couldn't 
get to. 




WHERE TO 

Sail your SHtP to 
the mouth of Lhfi 
river east of the 
Ryukahn Cesert. 

Weigh anchor and 
.ise the CANOE to 
get ashore. A short 
journey west wiH find 
the opening to this 
ctesolatc. arid waste¬ 
land. 




CK 


weigh anchor and canoe 

ashore. 



I he RyuKSJin Desert, where Is 
Ihe AIRSHIP? 




p-.-V*: h ‘'r>T V *G**Sr*lF .» S TfafrJin r» > - -1 

v.-g .-v.-y Vraarn 




WSH 

■/J y ■■*! 


l_ J .'L 1, 


Once in the Ryukahn Desert you can use the FLOATER to raise 
the AIRSHIP from beneath the sends. So much time has passed 
since she AIRSHIP has been seen. Everyone will be amazed. 


Where is ii? The Elves said il 
would be Innit 







it* • * • ■. _ 

% -b. IN-JH IM h ■ i i-ii 4 ■ 
vi A rif i Kb ill ^i pi. 
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Go l.o Ihr: ITEM Screen, select 
FLOATER, Shew pvsf* A io 


n‘s- time to truteo around ¥i 

your awesome AIRSHIP! 


Wfll its kx:iflk?rs. 





























































liking of? in The AiRSHI P Is ga$y. Simply walk, iwar th* lop «f it and press the 

A button- However, landing h another story. Flat fields or grassy plains are its 
only landing spots, To tell if you can and, observe the terrain marked by the 
AIRSHIP'S shadow lithe shadow rs completely on a landing area press A to 
tend. If the sight you picked is unsuitable, the AIRSHIP will not touch down, 


fcSSY f> 


The shad™ is pj^ 


•A'iierfi yo 1. can touch cwn 


VV|Th the A/Hshjp 

;^rfd h* now 

"° lfs ful1 Jirnit. [ ts cri 
spsrcJ is fr ij i times 

Y*'.i c.m achieve on 
Best of ^ t|^ G an 

eneiriws in the ski 

Attack w mk& B|jr 

h& ep track of ail ^ c 

3 '-' VOu soar your . 

r°„' nd tfie ™*M co in f 

t FT qi1 ^ to ra ® 

! he Jl 9 ^t to the oth^r 1 
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Each character will mature into an adult state after certain 
conditions are met. This mff enable them ip purchase some 
magic spells, and EQUIP s o me weapons that they were nut 
prtniuwyhj able fo+ After class change some characters will 
became magic users and will gain a Magic Level meter on the 
MENU ‘stanBBiii 



KNIGHT 
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WHITE WIZARD fWh. Wiz) 
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i mainly fcr the jxataclMn of your advent Life 
is not the same as Exrasfienoe 


Re nr-s m 


I :er thgt 


LEVEL 


• LEVEL 

CURE (one 


Hurts W-xJ-saci monssej? fancjng'm > : o to 

SO HP 


(all enemies 


Rfivivi"£; a . £ J;=i ft mI ty, Curmnl 

He. CAUTION: H? is onty ■ atar r 

Thifd HARM spefe Damages ki l 
slfiff. rinQft>|CXh 3® Ip 240 lOOiffls 


Filiift'ds try F.v'V/el; j pmenI in a lbC.k Id]. Armr 

wit incrc-ase 9 

W I * ' • *L ^4^ ' ^ • • ' 'll I # r « 

The enemy is fooled info see "q rcujispfo 
crttSge® oi the magician, Evade rale in- 


HEL2 


LEVEL 


• LEVEL 2 i 

LAMP {one ally) 

MUTE (one enei 


RcTessssOT# a2y Ir-om er 
Will wfeirp the acivsfrture 


Rsricstes Ifta feoanVGfe EWRK 


Magic users-ara wandered ursine lo speak 

• |y j iW^glTfr^T JnUufl• *71 fecj] TJS 

■ 

Art i-I?ghipirrg, reduceS damage received by 23 


Stxiond "C< 3 . srcreases enr-: 

by 1-2 p li i. 

Saoor<l Ii'i \>i |ibiIily spel R< 
decrease in the enemy flO&cft 


ctelensj-.^ m 


mvsiOWSft 20% increase ir alb% to avoid 


LEVEL 


• LEVEL 

CURS (one 


CUR4 


and inoS pte*WW CURE spell. HP i 

tte corn^sley restored. : . v. ■’?- ? 

RWfr and most poverty HARM jjix-JI. \ 
damage Undead monsters by 60 to 320 HP 


^eco->:J CURE Sfifell, - ip v/il rfcccwsr irorn 32 to 

fc'^1 £dirte.'' 

i | ^ 4 ^ ^ v Tl § I * • m * # 

Second HARM. Damages to U ndead menstars 
vm \ i ange Irfm ™fe 16Q points 

4 t • ? . 1* l 4 JL4 • a • 

• J - 9 w V • » * m w 

•* P ^ f mm ■ * •• 

A ni FIRE spab reduces damage "rorn Fire 
spelts by 2h to 50%. 


enemies) 


ARUB 

HEL3 


H-'ii d. and nra| powerful H 
raco/ar by JfcJ to 96 points 


HEAL (all allies) 


LEVEL 


• LEVEL 

PURE (one 

FEAR (all ei 

AICE (all all 


Revives 0: :i u ■ uJly with compieie 
Of H P. ■ - • 


rjrild'jle ftc tfei&m 


enemies) 


•□ run s*By rvtarjcf 


10 ^ gene 


Plages, a prov 

pre'^rj-^g 


WALL 


vv: wsd a*ouna one vVsn 

otm^gktoivtin 


Apli MUTE S-yull will nullify (ha 
MUTE seel. 


ny#S Strong epemias cr their special 













































LEVEL 


A small firebak -capable ol 10 :o -10 HP cl 
dxyvgz is jhrtiwrf Si the vfimy- 

Cawj-^os. Iftfc entity- ic fall asU^ap itoing him 

unable to defend h'rroel. 

~ ~ P ■ • I J ■ | I A 

• ••'*-*• * » ' • • ■ > • 1 f .• 

v Loefc$-irt , ‘ Ihe 'enemy irir^if^:. The £..cGeas 
rate cTinfScling'dem^gB i'n.a^asG&' by‘i CAfr. 

■ *"> i ° i | i 
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LJGI i“NING S 1'ij;1 al (he enemy, Irem ihe 
rhaodiaris in gets. Damaoes rare*? from 10 Ic- 


(one enemy) 


LOCK (one enemy) 

LIT (one enemy) . 


Tte ccki fed and- dft&lncj snew of a hte. 

^ • y t ■ J * * V*^ | 9 • 0 m **• • ' m | 

era directed a" Ihe enemy. Panages r-3 

from 2C to 00-pOirw. 


(all enemies) 


Th& <':;%:;i i ry i$ rilrV /.'M'; L'/j 


TMPR (one ally), 

SLOW (all enemie; 

i : rrar* r, vj*BB?pri! !' ■! 1 i s 

• LEVEL 3 • 

F1R2 (all enemies) 


h in^&asted. rry 1 «i pettite 


and .actior'iH 


Second FlftE spEll. Larger fireba'Ik-Lir:; Jkeulfitf 
a* iFi^-'ivKTny. party;. 'jftmgiges from 3C? lo 
jj‘8G pan Is, 

if * -« ■ * 9 * ' *4 I * “ • f I . B* < ^B l| 

Sim la- r to SLEEP, ihe mwny becomes 

dgfriafese IJees nol w cn some enemies. 

•'•;> r r’:: t i^SSBRisS , '' t ’‘ ! *3s« 

Se6qi!r»d ■ EHTNJNQ sp&l. Treme:xfcr..s resuba 

are' dds^ble Alien ui4'd in AOfrjr 

MOrO/(S^jW€rdj' l.DCK ^p$H, vjrjjfkg on Oi'ilim 
■mtfiy Gaffe making Ihem Basisr lo hil. 


HOLD 


LOK2 (ail 


enemy) 


paver Li 3ULEP spd 

• * • B ' ■ • • • • • ■* • ' ^ • • • • • • 1 ' • • 

s aghly, nulifes SLOW, anc incrodirUS fi# 
l Mratea ?! limes. 


FAST 


G Or' ■'■ u£ r;fi «■! i fl s'! r §. I h r.t $ ffri !ft' ffi nc'' 

earned : .denlrfy their dnerny and wij 

IhufiiMd^ 

■ hi J-- gl b «e 

Second CL spui asmasjes'' range fra 

160 porte 


CONF 
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Stack 


offensively, for assisting voi.jr 


Ihed yiUi mi.i'il pfj.ftcr’u. -IPE EpeS. Danr^.rjra 
r3%e frefn 1 >j lo2tK) ppuntts, 

A. vapor Iral :T poMn Si i>:jk> will ccmpietdy 


iQ i.he pfffopx 


dungeon. 'Use 0 *h.eo yeu 


LEVEL 


enemies) 


mli<J a*Xl ds , ^:Viia :, hg UTi-HTMNGi opot 
Damage ranee frpn-i 50 10 2 AO ppitTte 

Erases an enemy I norm the to of ihe aadh 
C-v-mpk.-.irjIy. Does NOT work on U n 
mcnslera. 


An-earthquake mbs lh& jndar Ihe 

enmiles 1 feel n cracks appea: thev lal ah.. 


STUN (one 


LEVEL 


Qa^aoss 


(one enemy) 


v: rju^'Tthe B'erry into Ittte preo=» 

Makes yqjr '^apoTi eh a r di 
ott r^s 8 fcr*®S& f» ' 4 C<fe .3 


fh-j iji'nvny ii handpdj arid 

enough lo effecri^y art^k. 


LEVEL 


MBflfe’eVsrylh^g w'th Len>?ndfiU 


Time is topped tor the m&Tlifc. 

Thfe ensmy >S pushed r'Co lha 4th dm&r^on-. 

Dosii rtT 'jvdek at' Ihe :!rfie. 


ZAP* (ail enemies) 

•. .Jf i » T ft, ‘4 r ' 

XXXX (one enemy; 


Sfmilsf to, bul mere effeclive lhan RU5. Tl'icSo 

■ 

enemies or* ■;:+«A>j led OTnolefelv. 


EJfirnyry t!ttS3k. 
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90-DAY UWTED WARRANTY NINTENDO GAME PAKS 


9l>DAV LIM TED WARRANTY: 

NInI kji rici of Amenra Inc. j‘ Nlinlsncta'"! vA=irr. 3 D$& "■■i 

the cvigiuial L'DTaiifner punil-asiir Ihal this- Ntalencki 

<>ami >&k ("fak") shall t* tree trom c^iecls in 

rnsleriaJ and workmanship tar a. pefied crl 90 days 

-rom -tfaie or pin'chase. i a d*reec coyered by ihiy 

'AiisTibnly occurs during this &LJ d.iy wnrrnnby peried, 
Ninteffl.cto will repair & replace ilw PAK. ai ins 
option, free- of cnnrgr: 

lb receive tins svnrr-nnty s-crvicc: 

I. DO NQY return your dr-tantivc Gama Pnk to. JSip 
•:£iafer. 

2 N li L - y I he NinlfinCta C&rt&urner Service Dspdil- 
rn^ni gl the- proh* 3 m requiring ’AarrA-ily ^gr^lr.e- hy 

tailing: i-£U»£55-37CG. Our CanfiUmtr Sftrvice 

Department is In operesign ir-om 4;oo A m. to to 00 

P.M. Pacrlic Time, Monday Shrough -Salurday (times 

subject io change). PteaaB Dji flffc Bend ycL^Pa* Lo 

Nintendo before calling ihe Consumer Service 

Department. 

3 li the Nintendo Service Reprosentatve is unable 

lo rrdvn-th .0 proble-m by phcmn yau no pfoutdari 

*,■111-. ii Return AullwrlEaSon number. S iinH> reccrd 

this number nfi ihg gufcskJo packaging of your detac- 
liw PAK, snd return yfiuf PAK FREIGHT FREPAID 
ANO INSURED FOR LOSS Ok QAM A! 3 H rnnftlhgr 
with yccK -s-atas alip s5niil&r p^»i* 0 ^'^purcllaBc , 
wiihiri the 90■ «iay warranjy period lo: 

Nipr.erido ot America Inc 

NES ConKiimer Serncc Departewn: 

■^620 - i5Gih feamsE. w.e» 

Redmond. WA 96052 

This ’siafTanty shrill not apply if the PAK hnn bec-n 

d&niaged by na^i^rice. accidani, convmardlaJ uae, 

ur.rtf>nsma.nlo ufro, mDdilicnl’.ar!, tgmpflriDg, Df by 

ulhfif Cauiwjs u'lralaied to delfclive irtaiefidta Lit 
wrafcmgnship- 


REPAmiSEKUlCt AFTER EJCPIRATION OF WARRANTY: 

IMhft RAK dRV810i>s. a .problem reqi.iiing se*v«^ eMe* 
Ihe 9D diy warr-anly ^erwD, you may ccinlao! Ihe Nin- 

le-ngd CoViBu^e^ Service Rep^rimeni; at she phone 
number noted al le-it. If Ihe Ninten-do Service F&epre^ 

ean? 0 Jive e unable to scive the pr-cfelenn nohone -you 

v.HI be advined of the apprDM.matn -coni for Ninronde Id 

repair o' repfee the PAK. and will be given a Return 

Authpnzntion number 

y&j may then record this number on theouiskfe pack- 

.vqinq n+ the defective PAK and return the oel'eohvo 

hrtj-cliancftse, FREIGHJ pfs efvmo aHD HNSUrep 

POP lDi-iP r'H ho Ninienap. a?nd Rnclpae a 

chacH o- maiwy order parable io Nim m n Amfirlc^i 

or.. Iry the coni quoled you. -[Repairs may niso be 
C>iar-Hh+J on a VISA or MASTERCARD C*'ecUl card.! 

t u.t|er personal mspecikm, |h@ Nintendo Service 

fltoresenlahve determines the PAK cannot be 

repaired, -i will be returned end your paymern 

refunded. 

WARFIANTY LIMITATIONS: 

ANY APPLICASLE IMPUEO WARRANTEES, 
INCLUDING WARRANTIES OF MEFCHANTAB^UfTY 
AND FITNESS FOR A PARTICULAR PURPOSE Afth 
HERESY LIMITED TO NINETY DAYS FROM THE 
DATE OF PtJJRCHASE AND ARE ^LiiQ.lECT "O THE 
CONDITIONS SET FORTH HEREIN. IN NO EVEN I 
Shall hi nTPnDO bP l iablE FOR COn Spcjsj^w- 
TIAL OR INCtD.ENTAL DAMAGES RESULTING 
FRQ.M THE BREACH OF ANY EXPRESS OR 
IMPLIED WARRANTIES. 

Thn prgvlstifK& of thus- warranty amawalKf m the United 

Slalda only. Sima flatus du nrf albw limilaftcns on 
t\m tirg an impied wwremy i*=® or exclueon of 
car:s<?4iuKnlial or ficidanlal damaqsn, so the abov-n 

IKnilailore and u^ciuBicii m&y not "ap^y w you ths 

wafranly gives: >eu- spocifc legal rqhts, and you may 
bIbo have oiher r ghia 'arhich *ary from s^ace to acate. 


COMPLIANCE WITH FCC REGULATIONS 

This equiom^nt generates and uses radio frequency energy arwj if not installed end uaed 
properly, that is, in strict accordance with the manufacturers Instructors, may cause interfer¬ 
ence to radic and leitMsion reception, If hits be&n, type tested and found Id comply wHh ihe 

limits lew a Cttss U computing device io accordance with ihe- speci^calions in Subtsar ( J of rut 
15 pi F&Q Rufojs, which a/-e designed lo provide reasonable proleclion against such: interfer¬ 
ence in a residential mslallation. Howevei?, there la no g^ranleethal interference will not occur 
m a parlicjlar instaJlEli&n. li this equipment do&s cause inlerference lo radio or television 
reception, wnic^i can be determined by turning the equ pnvent off and on, ihe u-ser is encour¬ 
aged to Lry to correct the interference by on e or more of t*e felfowing measures: 

— Rcoriont the receiving amtona 

— Retoitt* the NE-S With r^peci. to Ihe roceNer 

— Move she neS from ihe receiver 

™ Plu-g ihe NE-S info a dilSerenl ouElefc fkj that control and i ecerver are on dillerenf 
circuits. 

if necessary, the user should consult the dealer or an expeHencad rad-di'televisian: technician 
for addilional suggestions. The user may find the following booklet prepared by She Federal 

Commun-calicns Comm^ssicWi helpluL 

How so IdentiFy artd R»b)ve Radio - tv foi&rFercnee probfoms, 

This hooklel is avaiLable frern the LJ.S- Gc^rnmenL Priming Dtlice, Washington, D.C. 204Q2, 
SlCCk No. □04-DGMD345-4. 



































